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opponent. 
- your opponent and hold. 
.. Pu ice away from your opponent. 
Push the controller toward your opponent. 
Push the controller away from your opponent. 
Horp Push the controller and keep it in the di rection indicated. 


STANDING Your charai is in the upright position. 

STANDING the upright position and close to your opponent. 
CLOSE : 

Crouch Press and hold on the controller. 


Croucu Crose Press and hold down : 2 the controller while your chara is next to 
your opponent. 


Jump Up Press up on the controller c 

Jump IN Press up and toward your opponent. 

Jump Away Press up and away from your opponent. 

ROTATE Press the L or R button or tap down twice on the controller to rotate, 


essentially sidestepping an attack. 


Contcle 


Toshinden 2 enables you to configure your controller in many ways. However, you 
will always be able to use: 


Weak Slash, Hard Slash, Weak Kick, Hard Kick, and/or Rotate 


ET SIDE CIT 
IHESIHIEMENES, 


_ In any match, the character whose Health Meter runs out loses. If the Timer runs 
— out, the character with the lowest amount of health loses. If both characters have 
the same amount of health at the end of the timer, or they K.O. each other, the 

round ends in a draw. 


‘tines 


The timer can be B off or set to different times. 


Oyardeiuz Meher 


When the Overdrive Meter eu you can perform an Overdrive move. To cause 
the Overdrive Meter to increase, simply block your opponent’s attacks or make suc- 
cessful attacks Ju 
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The Gari 


The following are 
1 Playas 


When selecting a 1 Player game, you fight against e 
Uranus and Master. 1 Player keeps track of how lon: 
game. 


You fight against all the enemies, including Uranus and Master, for a total of 12 
_ characters. If you defeat everyone on Levels 5 through 7 without using a continue, 
you get a chance to fight against Sho. If you can defeat everyone without a continue 
on Level 8, you get a chance to gh against Vermillion. 


Ma, iussu 


Two players go head-to-head. After a player is defeated, both players have the 
option to select new characters. 


Vs, $o1npiisr 


You can select. your character and the computer opponent you want to fight. This is 
a great practice mode for learning to overcome specific opponents. 


Opus SEEEN 


Here are the various options you can adjust: 


Level: 1-8 (default 4) 
Bout Time: 60, 90, 00 (default 60) 
Set: 1-3 (default 2) 


Player Health: 70, 80, 90, 100, 110, 120 (default 100) 
Guard Type: Normal (default), Auto-Block, No Block 
Controller: L1, L2, R1, R2 can be configured in several ways: 
Default 
L1 Rotate Counterclockwise 
L2 Rotate Clockwise 
R1 Special 1 
R2 Special 2 


Camera Type: Normal (default), Far, Bird's Eye, Overhead 
Sound: Stereo (default), Mono 


Character 
. Description: Character Portrait (d 


, Character Information |. 
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nesses of each character, 


minimal damage. 


Hard Slash Us 
The Hard Slash is a modet 
ately damaging attack that 
generally has greater range. 
than the Weak Slash, but 

. has a slower recovery. 


derately fast 
ore range 
ching Hard 
Kicks can knock down ponents 
who aren’t blocking 
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Low and sigh aMitusits CUTE 


_ crouching, this is a low OB. : 
attack. When your charac- 
ter is standing, this is a high | - 
attack. {o 


Juanpíng Abi eles 


Jump + any slash, 
Jump + any kick —— 


All jumping 

p A . attacks must 

/ be blocked high. " 
Anyone performing | NA ba 

a crouching block will be gy 

hit by a jumping attack. 


Throws 


ck + Hard Slash, 
Back + Hard Kick 


If you press Back and either 
Hard Slash or Hard Kick, 
your character performs a f 
throw. Each character has a a "m 
» different throwing style. For 
example, Eiji throws 
his opponent over his 
shoulder, while Sofia picks 
up her opponent and slaps 
him silly. The best thing 
about throws is that you 
can perform them even if 
you or your opponent is 
blocking or crouching. 
However, you have to be 
close to an opponent to 
throw. Throws are most effective 
against a very defensive player c or 
an opponent who is wide open to | 
attack. Knowing this and using it 
wisely can give youa major qc 


Fis 


. Forward, Forward + any Slash or Kick 


- . attacks that are associated with the four types of attacks that 


|. jump-in attack. - 


. to face him. Each character has a total of four unique types of 


Pounees and 23241003 


Pounce (Hard Slash + Hard Kick) 


Stomp (Weak Slash + Weak Kick) 


You can pounce or stomp on an 
opponent who has fallen to the 
ground. A pounce does a lot of dam- 
age to your opponent, but it can 
leave you vulnerable if you miss. 
You generally need to be close to = 
your opponent to execute a pounce. 


You need to be directly next to your 
opponent to perform a successful 
stomp. A stomp leaves you less - 
vulnerable to attack if your oppo- 
nent gets up quickly. 


Dash Attac? 


_ Dash attacks are particular to each character and are detailed 
in the character profiles. Each character has four unique dash 


_can be executed—Hard Slash, Weak Slash, Hard Kick, and 
_ Weak Kick. These moves are useful in starting a combination 
.. attack and provide an opening that is Hitferent from the usual 


Jura Asi 7 


Any Slash attack, any Kick attack, Down + any Slash, 
Down + any Kick 


Turn Attacks enable you to strike at your opponent as you turn 


_ Turn Attacks. For a Slash Turn Attack, both Turn Weak Slash — 

. and Turn Hard Slash are the same Turn Slash Attack. The same | 
_ is true for a Kick Turn Attack. A low or Crouching Turn Attack 

is the other variation of the Turn Attack—just press 

- Down-Slash or Down+Kick. These moves are detailed in the 

character profiles. Turn Attacks can be extremely uM due to 

their quide execution time and solid damage. 


.09501555 


A Combo is a sequence of moves that can be “chained” 
together to inflict maximum damage. Usually, if the first hit 
7 connects, the following moves have a good chance of con- 

necting as well, essentially giving the player "free" hits. 
: When you effectively use a Combo, an opponent will 
be hard-pressed to defend against it. 


Combos can be tricky because of how the characters 
face each other. To block, characters must be facing - 
each other. If opponents are slightly off, they might 
not be able to defend. Often combos can be done by 
using a Weak Attack followed by a quick special 
move or Hard Attack. Some Hard Attacks stagger 
your opponent if they hit, enabling you to strike 
again before your opponent can block. 


3]o zitia; 


, Blocking is an essential skill to master. Blocking an 
< attack can prevent you from taking most or all dam- 
age from it. The two types of blocks are High and 
Low. Toshinden 2 has three modes of blocking: 
Normal, Auto Defense, and None. 


` You must choose when to block. To block, you must push 


the joystick away from your opponent when the opponent - 
| attacks. 


Affe Dele ise 


. Whenever you're not moving or performing an attack, your 
character automatically blocks. This is very useful for 
beginners as they learn to set up combos. 
NOTE: Auto Defense does not choose the appro- 
priate type of block. The player must still decide 
whether to crouch, perform a Low Block, or remain 
standing, thereby performing a High Block. 


In this mode, you can't block, making gameplay fast and furi- 
ous. Be alert! 


Back 


High Blocks are used whenever an opponent attacks from a 
jump or performs an attack that hits either your head or 
upper torso. To High Block, press away from your 
opponent as the attack comes. 


LOWBBlock 
Down/Back 


Low Blocks are used whenever an oppon 
an attack aimed at the ground or toward t 
torso. The only exception to this rule is norm 
attacks. Normal jumping attacks that 
appear to hit your lower o or feet 
must be blocked high. To perform a 
Low Block, press Down/Back from 
your opponent as the attack < 


mm 
Dash 


Forward, Forw T 


If you press Forward twice on the control your character 
will dash toward your opponent. This is good when you want 上 
to close in on your opponent. Hi ve you’re vulnerable to 4 
attack at the beginning of a das E 


Forward, Forward [Hold] 


When you press Forward twice on the contro 
B character will run toward your oppon 
good way of closing a distance between tw 
Running also enables a character to perfo 


Back, Back 


Press Back twice on the controller to back a 
opponent. However, you will get hit if me att 
faster than you can back up. 


Up, Up/Back, Up/Forward 


Press Up, Up/Forward, or Up/Back to jump. Jumpi 
for clos in, goin atte r starting a combo. 


Setting Uo 
Roll oder 


while lying on th 


Tap Forw 


oll 3c -| 


le S1 


ton while 


, L2 to roll 


As your character is getting up, you 
can perform a special move, 
thereby skipping some frames of 
animation that might leave you 

vulnerable to attack. You might 
find yourself in an awkward 
position when getting up, such 

as being too close to the edge 

of the ring. To position your- 

self to a better advantage, 
you can move forward, backward, or sideways while getting 
up from the ground. 


Surning Around 


You can turn to face your opponent with a quick tap on the 
D-pad in the direction of your opponent, or by performing a 
Turn Attack. 


ROINA 


Down, Down 


Besides blocking, you can choose to rotate to avoid an attack. 
This is much like facing an oncoming car and moving side- 
ways to avoid it. Rotating enables you to dodge attacks 
similarly. However, some attacks have enough range that 
rotating once might not be enough. Rotating can be done by 
pressing Down twice. However, this doesn’t let you control 
whether you rotate Forward or Backward. For that, you need 
to use the L1 and L2 buttons. 
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3 Forward. Rotate 


L2 


Rotate Forward to sidestep away ftoni the en in a 
clockwise motion. 


Duiek ee ataie 


Forward + L2 


Rotate Forward in a 
from the screen in a dede motion. 


Yous Rolais 
L1 


Rotate Down to sidestep toward the screen in a counter- 
clockwise motion. 


Quisit 2234 olatz 


Forward + L 。 


Rotate Down in a “tighter” circle to side toward the screen. 
in a counterclockwise motion. 


If you see an attack coming as you 
use Sidestep to run past your oppon 


Soediul fasuuiquzs 
ppecial douza 


. Special moves can be performed either by p 
sequence of moves on the D-pad and pres 
or by setting up the configuration in Optio 
need is a press of a button. These moves take ; 
of your opponent's health even when blocked. 


These moves are just like Special Moves, excep 
more damage. These moves are generally more 


Taunts 


Press Select Button 


Taunts increase your opponent's Overdrive Meter 
Vermillion also have a Taunt that drops the Ov 
of their opponent. This Taunt is executed by pressi 
Slash + Weak Kick. ; 


192212402 sloyss 
| Hard Slash + Weak Slash + Hard Kick + Weak Kick 


nq You can only perform an Overdrive Move when the 
*] Overdrive Meter (located along the bottom of the 

^ ^ | screen) flashes orange. These moves can inflict enor- 

mous amounts of damage. 


Desperation MOIES 


Desperation Moves can only be performed when your 
character’s Health Bar flashes red. These moves do a 
tremendous amount of damage when unblocked, and 
significant damage even when blocked. 


Beaiing Jour Qpvonsis 


There are several ways to defeat an opponent in the Battle 
Arena. 


Kaszk Out [169.] 


A Knock Out occurs when a character's Health Bar is 
exhausted. 


fay Out ROJ 


A Ring Out occurs when a character falls off the edge of the 
ring. 


Tims 9u [5,9.] 


A Time Out victory occurs when the timer expires and the 
character with the most health remaining is declared the 
winner. 


If you and your opponent have an equal amount of health at 
the end of a round (Timer must be on), the game ends in a 
draw. 

If you and your opponent both fall out of the ring at the same 
time, the game ends in a draw. 

If you and your opponent knock each other out, the round 
ends in a draw, concluding in a win for both you and your 
opponent. 

When fighting the CPU, if a draw occurs in the last round, 
the CPU wins. 

Now let’s take a more in-depth look at each combatant. 

| Basics 


Chaos is one of the highest-ranking officers in the 
Organization. His excellent fighting abilities and persistence 


are the two traits that set him apart 


from the rest. Chaos does not speak, 


and rumor has it he’s being mind- 


Chaos enters the battle 
with a Scythe. Much 
like the Grim Reaper, he uses it 
to deal death to any who face him. With his jerky fighting 


style, Chaos can strike from a variety of angles. 


Chaos 14 


his opponent at a ee and uses 
attacks. | 


3oszjul Moyzs 


Chaos Breath 
JS) + Slash 
The Weak Chaos Breath is a great 


attack against aggressive oppo- 
nents, who wn ge 


y =) + Slash (in air) 


Air Breath is useful for pushing 
ents back, and will help keep 
them at bay. 


15 Chaos 


al can be execut- 
ly for a good amount 
of damage. | 


| Scythe Drill 
Cyr» Kick 


_The Hard Scyth D ll allo s fora 


Weak variation. This can some- 
times catch an opponent 


| Crab Walk 
15 + Kick 


Tapping Kick will 
to his feet. 


Chaos 16 - 


Hover 


HK (in air) 


Chaos flies in the d 

jumps, or forward if j 
straight up. This is best u ed 
out of pu situations. 


time, cover o 
levels. The fi 


Lals your opponent is very 

aggressive or jumping, this move is 
. difficult to connect with due to its - 
_ short range. 


17 Chaos 


open to retaliati 


"Over dvi Moie 


eas 


difficult to block 
1aos shifts as he per- 
Ittack. However, it leaves 
him open to counterattack 


Cro ching Weak Slash, Grim Reaper 
Crouching Weak Slash, Crouching Weak Kic 
Hard Slash, Crab Walk v 
ak Kick, Crouching Hard Kick 
Crouching Hard Slash, Crouching Hard Ki 


Duke is well-known and respected throughout the French 
countryside as a polite, strong-willed gentleman with a 
penchant for good deeds. Descended 


from a French nobleman, Duke 
always believed himself to 
be the world’s greatest 
swordsman. That was 
until he was bested 
in battle by bus " 


Eiji. In the first tournament, 
Duke fought for one purpose: ^ 

to defeat Eiji and regain his lost honor. Duke 
faced many strong opponents and returned home with a 
burning desire to learn more and improve his fighting skill. 
After receiving an invitation to fight from Uranus, Duke has 
taken up his sword once again to test his mettle against the 
greatest fighters in the world. - 


Duke fights with a Two-Handed Sword. Duke's original sword 
was broken in the battle with Eiji, but he has since fixed it 
and bestowed upon it the name "Denial Wingcool." It's now 
more powerful than ever before. 
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Faning Tasi jus 


Duke is really too slow to be much of an offensive charac- 旋 、 
ter, but his moves protect him rather well against jumping 
and rotating opponents. His moves do a solid amount of 
damage and exchanging blows is not a bad tactic. If an 
opponent makes a mistake and leaves himself open, strike 
with the Southern Cross to press the advantage. Use 
Duke’s rushing attacks to move in quickly, and make an 
attempt for a throw. If you can effectively master this 
move, you'll do a good amount of damage. 


Jg«siul Moa 


Southern Cross 
€ » WL + Slash 


This move is excellent against less- | 
er opponents and as the final com- 
ponent of a combo. 


Cyclone: 
JA» + Slash 


This is an excellent counter against 
opponents who like to rotate in. 
Avoid using this move at close 
range; it takes too long and leaves 
you very vulnerable. 
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Drop Cross (in air) 
P US >>) + Slash (in air) 


This is a good surprise move against 
crouching opponents, but Duke is left fairly 
vulnerable. 


Sword Frenzy 
>> UN + Slash 


This move allows Duke to get closer to his 
opponents without giving them a chance to 
sneak in a special move. E 


Charge and Strike 
JA» + Kick 


This move often presents Duke with an 
opening for a turn attack. 


Super wove 
Jj Angel Tears 
>A Le €») 5 « us 


Duke will automatically face opponents 
when performing this attack. Although he 
can be hit, he cannot be knocked out of 

| this move, forcing his opponents to run 

] away. Angel Tears is especially effective 
= against crouching opponents. 


Duke B. Rambert 22 


HS + WS + HK + WK (while 
Overdrive Meter is flashing) 


The green clouds created by this : | 
attack often catch opponents 
off-guard. - 


TN D dose 
is =} € + HS 


This is a great defensive move 
against those who try to rotate or 
jump in. 


sombinutions 


These are some of Duke’s top-notch combos: 
Dashing Weak Slash, Weak Slash, Hard Kick 


x Crouching Weak Kick, Crouching Weak Kick, 
. Crouching Hard Kick 


Crouching Weak Kick, Southern Cross 
: Hard Slash, Hard Sword Frenzy 
E : Weak Slash, Weak Slash, Hard Slash 
: Weak Slash, Sword Frenzy — 

pv Weak Slash, Charge and Strike — 


with a wealth of emotion. 
As a child, Eiji was 


schooled in the art of 


一 一 -一 — — 一 


his missing brother, Eiji found and 
fought Sho in the Toshinden finals Now, 


after a year of training, he's back for a rematch! 


Eiji's weapon of choice is the Nihontoh, a sword that has 
been in his family for several generations. The Nihontoh is a 
Source of continual mystery to Eiji because throughout the 


years it has never rusted or been scratched. 
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aj Moves ang 


Figniing TIDES 


Eiji possesses an excellent balance of power and speed. 
He works t both close and long range with his 
Hishouza ekksuzan. Against a projectile-happy 
opponent, Eiji can easily counter with his Mukurowari, 

jumping over th le nd Wess him with an over- 


attack easily from a am 
ness is that he isn stro 


j aisle and taking r of it. The Hishouzan gener- 
ally overrides any opposing attack. Both his Overdrive and } 
Desperation moves require Eiji to be close to his opponent, : 
and if blocked, these moves can be countered quite easily. 


3osziul Moves 


Rekksuzan 
LW 9» + Slash 


A good long-range move, the 
Rekksuzan enables Eiji to keep his 
foes at a distance. By mixing up the 
Weak and Hard Rekkusuzan, you 

_ can throw off an opponent's timing 
if he jumps in for an attack. 


- Hishouzan 
») US + Slash 


Although the Hard Hishouzan does 
more damage, the Weak Hishouzan 
is the choice attack. It still does a 
fair amount of damage without 
leaving you open to counters. 
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‘Mukurowari 
ex * Slash 


os a Project 
released. 


Air Drop Kick 
1e € * Kick (in air) 


overdue wou 


HS + WS + HK + WK (while 
rdrive Meter is flashing) 


your opponent if it connects. 


Colnoinations 
Try these combos with Eiji: 
Weak Slash, Weak Kick, Hard Slash, Dr 


Weak Kick, Weak k Slash, OS 


: Crouching Weak Slash, Crouching Strong Slash 
Crouching Weak Kick, Hard Kick, Weak Slash, Hard Slash T 


Crouching Weak Kick, Hard Kick, Hard Slash, Hard 
Rekksuzan or Hishouzan 


Weak Crouching Kick, Overdrive 
Weak Crouching Kick, Desperation 
Crouching Weak Kick, Crouching Hard Slash, Rekksuzan 


27 Eiji Shinjo 


Ellis is a dancer who travels with, and watches over, a group 


of young performers. As a baby, she was told 


discovered the truth 


when she faced Gaia. Even though she had no love 
lost for him and decided to return to her circus troupe, she 
has learned that someone is going to kill Gaia. Now she has - 


returned to the tournament to save him. 


There is nothing unusual about her dirks, but she finds them 
useful because her speed enables her to move in close and 


create havoc. 
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Peores and 
Figniing Peete) u3s 


Ellis is a very quick character whose ability to perform 
“cheap” combos has been slightly decreased from the pre- 
vious game. If she hits with one of her Weak attacks, it’s | 
almost guaranteed that she can follow up with a special 
move. Her Weak Strike followed immediately by her 
Overdrive Move can be particularly deadly. Ellis needs to 
get in close because she really has no long-range offense; 
however, she must concentrate on combos because she 
inflicts less damage than any other character. 


“Special Moves 


Twinkle Twirl - 
lv € Slash 
Besides knocking down nearby 
opponents, this move can stop most 
projectiles if timed correctly. It's 


slow, but it works fairly well 
against aggressive opponents. 


Air Dive : 
V €- + Slash (in air) 


This is a useful move if you need to 
"hang" in the air. 


29 Ellis 


Knife Upper 


» LW + Slash 


The Weak Knife Upper knocks 
down opponents, making it a safer 
attack. However, the Hard Knife 


Upper is a good alternative while 
Ellis is winning. 


Tornado 


XLV € + Kick 


Mainly used as a defensive move, 
this attack gives you some breath- 
ing room and possibly may even 
confuse your opponent. 


Flash Kick (in air) 


AV € + Kick (in air) 


This is a solid attack to use while 
jumping in on your opponent. 


Super Moe 
VLE LY € >) + HS 


This combination is a great way to 


ring out an opponent due to the 


“push” at the end. The attack can 


also be inserted into a combo quite 
easily. 
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Overdrive tous 
HS + WS + HK + WK (while 
Overdrive Meter is flashing) 


This is a great move that does lots 
of damage, but it can be painful to 
watch. It can easily be slipped into | 
a combo after a Weak Strike. 


Desperation MONE: 
m) a $ G + HS 


This attack is extremely difficult to 
block or avoid, but it is ineffective 
at long range. 


Comi nations — 
Ellis has a number of great combos. Here are some of the 
best: 
Crouching Weak Kick, uc Hard Kick 
Crouching Weak Kick, Hard Slash, Hard Knife Upper M ae 
Crouching Weak Slash, Crouching Hard Slash, Hard Knife f. Er TEN 
Upper * 
Weak Kick, Hard Slash, Hard Knife Upper v gl 
Crouching Weak Slash, Overdrive j A NE. 
Crouching Weak Kick, Desperation A d 

rs 5 
T 


31 Ellis — 


me i is known about the 1 med Fo Fai. Long believed to 


r a magician, Fo Fai is actua n assassin who has 
minated thousands of men. Fo Fai uses his mystical 
abilities, speed, and razor-sharp claws to compensate for a 


ack of size and Mengt. Few 


n Believe that this old 


me e possessed by these victims’ spirits. These restless 


pirits often influence Fo to perform more kills. 


Fo Fai 32 


nents, forcing them to block by executing move after spe- 
cial move. Fo is surprisingly quick, so mix his attacks to 
create an U predictable f ting style. Played defensively, | 
Fo can cause a lot of tro because his claws have a 
long reach. Fined ager 


‘opponent can usually punish him. Mixing 
moves is the best sg 


Mystic Sphere 
=) Spe 6 + Slash 


This is a good move to use against 
aggressive opponents. Due to the 
size of the energy ball, Fo has a 
little room to work with if his 
opponent attempts to attack after 
blocking. 


Mystic | phere (in air) 
ec * Slash (in air) 


This move can be executed multiple 
times in the air, allowing Fo to 
keep opponents temporarily 
trapped. 


33 Fo Fai - 


HLL + Slash 1 


This move works great against. 


Upward Sphere 
Le = + Slash 


This move is best used to counter 
opponents as they attempt to 
jump in. |" 


(O9 € Kick, 


Use this move to escape fro 
opponent, but use cauti o | 
els pretty far and often risks a ring 
out. 
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Far Claw 
«= => + HS 


Fo strikes twice with his claws at a 
greater distance. 


Sloe? woes 


Mega Energy Ball 
UY) ELLY C + WS + HK 


This move’s quick execution time 
makes it a great attack against 
crouching opponents. 


Small Fart 
€ NA T A>) + WS + HK 


The poor range of this attack makes PES 
it a great way to humiliate your : 
opponent. Otherwise, it isn't very 
useful. 


35 Fo Fai 


Ouerdiive Moye | 
HS +ws + HK + WK (while 


If this atta ts, it can easily 
kill an [3 wever, it hasa 
xect and can be eas- _ 


. FoFai 36 


pues 


Crouching We ak 
Kick. : 


Considered a traitor to the Organization, Gaia has been the 
target of assassins for the past year. He has returned to the 


ring as a competitor to battle Uranus. Gaia 


ready to fight. 


Fe ERR S 


Re 


Although ABER aS E ded 
stripped of | 
his mighty 
battle armor, Gaia still 
retains possession of his Armor Baster. In his mighty hands, 
it's still one a the most feared weapons among the other 


competitors. E 
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till packs quite a punch 
locked, so use it often 


to whittle away at your opponent's | 


health. 
_ Energy Slash - 


Ve t + Slash 


k Charge Thrust 
"4*5 * Slash 


.. Because Gaia sidesteps, you'll get : 


ng. He works well ; 
pany of his strikes - i 


Teleport Fly 


maneuver that moves Gaia cl 
his opponent. 


Big Slash 
>) + HS 


This move is a perfect maed for 
many of Gaia s combos 


in line with Gai 
head-on. Becau: 
slow, it’s best use | 


Devil Face Step 
TR ELLY) + HK 


Gaia needs to be close to an 


Gaia 40 


Er Moc, 


HS + WS + HK + WK (while 
Overdrive Meter is flashing) 


Because most of Gaia's moves are 
ground attacks, this attack can eas- 
ily catch opponents off-guard. 


pm Mone: 
pe CEN H + HS 


This attack is lethal if Gaia's hand 
connects with his opponent. 


tom ination. 


These combos make Gaia a powerhouse: 
.. Weak Kick, Hard Kick ; 
Weak Slash, Big Slash 


Crouching Weak Kick, Crouching Weak Kick, @iiching 
Hard Slash 


Crouching Weak Kick, Crouching Weak Slash, Crouching 
Hard Kick 


Weak Slash, Hard Kick 
Crouching Weak Slash, Charge Thrust 
Crouching Hard Slash, Energy Slash 


Crouching Weak Kick, Crouching Hard Slash, Energy 
Slash 
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Kayin is a childhood friend and rival of 


Eiji. Although they were taught to , 
Om. 


| fight together, Kayin is very 


different from Eiji. Cold and | 


But in a moment of weakness, he was unable to take revenge 


against Sho. Kay wed never o use his blade ag n.But 


after secret agents kidnapped his da ughter, he has been 


forced to return to the Battle Arena. 


As with Eiji, Kayin fights with a Claymore that has belor 
to his family for many years. The sword is said to 
e belonged to the Highlanders in Scotland. Unknown to 


is that the sword is the legendary Excalibur. 


Maryn fim olus Moves 
and igni 
Teeni Mes 


Like Eiji, Kayin is one of the most balanced, powerful charac- 
ters, but he has more aggressive moves. Kayin works well at 
both close and long range with his Deadly Raise and Sonic 
Flash. However, with his aggressive nature, Kayin works best 
at close range. The Deadly Raise lets Kayin strike at an angle, 
rather than vertically like Eiji. This may leave Kayin a bit 
more open to attack, but he can also turn attacks against 
unsuspecting opponents. His Raging Sun can easily knock 
down airborne opponents. His Shoulder Crush is good against 
unsuspecting opponents, and pushes back opponents who 
block. The Upper Glide is not very valuable because it comes 
out a bit slowly. Like Eiji, both his Overdrive and Desperation 
moves require him to be close to his opponent and can be 
countered quite easily. 


Speeial Moves 


Sonic Flash 
JA» + Slash 


Alternating between the Weak and 
Hard Sonic Flash can throw off your 
opponent's timing. 


Deadly Raise 
>) US + Slash 


Kayin is often perfectly aligned for a 
turn attack after missing or grazing an 
opponent with a Hard Deadly Raise. 
However, the Weak Deadly Raise will 
knock down opponents, leaving you 
less susceptible to counterattacks. 
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.] Shoulder Crush 


it off-guard and 

| asan additio n a combo. 

. Opponents will typ yremainin 
a defensive posture after this 
attack, giving you the chance to 
perform a throw. 


Raging Sun (in air) — 
x 名 + Kick (in air) 


nteed hit. 


Crouching a Overdrive 
Crouching Weak Kick, Desperation 
mek Slash, pee 


«v 
ing Weak Kick, Crouching Strong Slash, Sonic Flash b 
Crouching Hard Slash, Shoulder Crush e 
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Little is known about Mondo because he lives in seclusion. 
Hailing from the town of Fulijukia, Mondo is a member of 


the Yaki Ichizoku, a 


ninja clan with a 
reputation for death 


and annihilation. _ 


the clan and will complete 
any assignment without fail. 
He fought in the first contest on an 
assignment from the clan. Now he’s 
returned against the clan’s wishes, determined to 


prove his real worth as a warrior. 


Mondo’s Spear is a prized possession of the Yaki Ichizoku. It 
is said that only the strongest members may use it. So far, 


only Mondo has had the honor of fighting with the Spear. 
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The Dragon Spear can be used as 
f a combo. Air Fireballs can- 
ne in the air after this attack. 


Rotary Spear T 
€ LLY >) + Slash 


Although this attack is a bit slow, 
its damage potential makes it 
worthwhile. 


Low Spear 
1e + Slash 


Much like the High Spear, this 
move takes a wh 
it at long range : 
blockers. 


Silos? wows 
ATK HUE HC 


Inserted after a quick strike, this 
move can quickly even the odds. 
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ouerelrive wou 
HS + WS + HK + WK (while 
Overdrive Meter is flashing) 


Although only one fireball will 
probably connect, it only takes one | 
hit to really hurt your opponent. ` 


DESPLA POMON 
LY LY) @+Hs 


This fireball spread is difficult to 
avoid, especially at long range. 


Comolinuiions 


Mondo has many good combos. These are the best of the 
best: 


Weak Kick, Hard Kick 
Crouching Weak Kick, Hard Slash 
Weak Slash, Hard Slash 
Hard Slash, Dragon Spear 
. Hard Slash, Overdrive 
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OF inictiunsg vast 


Rungo Iron 


Rango” Moyes and 
Figniing faznaiuas 


Rungo Iron is powerful but slow. His long-range attacks 
are limited, and he works best up-close. If Rungo can — 
exchange blows with his opponent, he will win easily. 
Rungo’s strength is in hitting opponents who try to close 
in with rotations, but he’s vulnerable to combos—so an 
inside fight is not necessarily a good thing. Rather, he 
works well with guerrilla tactics. Get in close to hit, back 
off, and close in again, making sure Rungo’s not caught 
inside. 


Fire Strike 
LW >) + Slash 


Unlike most projectile attacks, this 
hits low and can only be blocked 
by crouching. 


Power Thrust 


= JN + Kick rf 


The Power Thrust comes off fairly f ur 
quickly and is great against jump- 一 
ing opponents. If you’re being > ^ ~em 
crowded, use this move to get away | : " 
from the edge. | 
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This attack is a great counter 
against opponents who attempt to 
roll in. It can also be used to get 
away from your opponent. 


The slight pause at the beginning of 
this move may help you catch your 
opponent off-guard. 


Le é + Kick 


This attack is so slow, it’s really 
only good for humiliating an oppo- 
nent. If you feel lucky, try inserting 
this move after a Weak Slash. 


| 2uozr wos 


T^ C^ S7») «HK 


This is very damaging move if the 
final kick connects, but its slow 
recovery time leaves Rungo wide 
open to counterattacks. 


Rungo Iron 


werd Moe, 


HS + WS + HK + WK (while 
Overdrive Meter is flashing) 


This move is difficult to block and 
does a large amount of damage. 
Use it to help keep Rungo in the 
game. 


Despere alo MONK 
€ VLE G+ HS 


Rungo summons forth a huge col- 
umn of flame from the ground that 
covers about one-fourth of the ring. 


tonlslnatenss - 
These combos will make Rungo more than a match for an 
opponent: 
.. Crouching Weak Slash, Crouching Hard Slash 
. Crouching Weak Slash, Hard Slash, Power Thrust 
Weak Slash, Hard Kick, Power Thrust 
Weak Slash, Hard Slash, Top Spinner, Fire Strike — — 


Crouching Weak Slash, Crouching Weak Slash, Crouching 
. Hard Slash 


Crouching Weak Kick, Power Thrust 

_ Crouching Weak Kick, Overdrive | 
= Weak Slash, Overdrive b 
Weak Slash, Hard Top Spinner 
Crouching Weak Kick, Walk-a-Boot s 
Crouching Weak Kick, Hard Slash, Walk-a-Bo t 
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Sofia 


Sofias Move anel 
Fighting feznaduss 


Sofia is the queen of long-range attacks. Although her 
Thunder Ring projectiles are slow, aggressive opponents vail 
find it very difficult to get close to her. Sofia has trouble ; 
closing in on a crouching defender due to her slow speed. 
Her Love Show lets her jump over projectile-happy oppo- 
nents. If an opponent gets too close to her, she can use her 
Aurora Revolution to get out of harm’s way. It can be used 
somewhat successfully in the air to close in on opponents, 
or as a surprise attack. The Aurora Revolution can even be 
used to avoid a projectile, although it can be costly. Sofia’s 
Rattlesnake is good against defenders who fight conserva- 
tively. The Desperation Move is quite powerful and can 
knock many characters out of their special attacks. 


Special Moves 


Thunder Ring 
Ue € + Slash 


(can be done in the air) 


Due to its speed, this isn’t too useful 
in projectile vs. projectile wars. It’s 
best used to draw in non-projectile 
characters. - 


- Aurora Revolution 

«o9 Sy V € + Slash 
(can be done in the air) 

This move is useful for escaping tight ik | 


e Situations, but don't use it near the 
. edge of the ring. 
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Love Show 
€ V LY) + Kick : 
This move is a good dodging 3 - 


counterattack against characters — 
with projectile attacks. 


Rattlesnake 
JA» + Slash 


When opponents refuse to come to - 
Sofia, the Rattlesnake can uy p 
get them e- again. 


crack makes this a 
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‘Ovardrive glove" 


HS + WS + HK + WK (while 
Overdrive Meter is flashing) 
Although Sofia is extremely vulner- | 


able at the beginning of this move, | 
it's very ww to defend against. | 


DESPE EEDEN MOIE 
"ese 


This. move can knock down many 


Weak Slash, Hard sick 


Crouching Weak Kick, Eos Hard Slash is. 
Show 


‘Crouching Weak Kick, Aurora Revolution 
Hard Slash, Weak Love Show _ 
Crouching Weak Kick, Hard Slas ， 
Crouching Weak Kick, Rattlesnake 
Hard Slash, Weak Slash 


Tracy is a detective who has wholeheartedly accepted the 


invitation to fight. She lets her opponents 


strike first so she can attack 


them in self-defense, then 


Tracy’s weapon of 
choice is the 

standard-issue police 
tonfa. Armed and ready, Tracy stands 


confidently, ready to take the law into her own hands. 
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tanding, makes her a power- 
Flip Kick enables Tracy to inflict 


€ vy > + Slash 


The Hard Slash adds a “zap” that 
can stun an opponent, enabling 
Tracy to add another strike | 
sibly execute a combo. 


LY + Kick 
Unlike many Hard Special Attacks, 
Tracy's Hard Flip Kick knocks 


down opponents for extra damage 
and keeps her safe from retaliation. | 


J Chopper Strike 
>) LY + Slash 


This move is slow, but it causes 
decent damage to opponents. 


LY € + Kick 


The Weak Jackpot is useful for 
catching defenders off-guard, while | 
the Hard Jackpot works best — 

against jumping opponents. 


Ground tazer 
JS + Slash 


Tracy strikes the ground with. her 

tonfa, creating a wave of flames 

that explode at certain points on 
the ground. 


Air Dive 
"ue + Kick 


The Weak Air Dive fakes a Weak 
Jackpot, while the Hard Air Dive 
performs a Weak Jackpot immedi- 
ately upon landing. 


3uo9ar Move 


Right to Remain Silent 
"tuv tcv c => + HK 


Due to its deceptive appearance, 
this move works well if slipped into 

a combo or used at an awkward ; 
moment. 
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Elbow Smash 
| ayy WS + WK 


Although the Elbow Smash has- 
weak range and recovery time, it 
looks cool and is a fun way to 
humiliate an opponent. 


HS + WS + HK + WK (while 
Overdrive Meter is flashing) 


This move strikes very fast and — 
does a good amount of damage. 
However, Tracy can be knocked out - 

of this move quite easily. 


Desperution toys 
=> >) G+ HS : 


Like Eiji and Kayin’s Desper tion 
Move, this attack really nee : 
follow a Weak strike to be. 
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Com vinu tous 
Try some of these combos to maxii ize Tracy's might: 
Weak Slash, Hard Kick, Flip Kick — 
Crouch Weak Kick, Crouch Hard Kick, Flip Kick 
Weak Kick, Hard Kick, Chopper Strike 
Hard Kick, Hard Jackpot : 
Crouching Weak Kick, Overdrive 
Crouching Weak Kick, Chopper Strike 
Crouching Weak Slash, Elbow Smash 
Crouching Weak Kick, Hard Slash, Elbow Strike 
Crouching Hard Kick, Hard Tazer Wand 
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— 


. Dressed in a royal blue jumpsuit, Master S 


. is a young lady who radiates an aura ( 
of royalty. Although diminutive in size, 
she possesses an enormous amount of 


— raw power and effectively combines 


devastating attacks it delivers, 


. Yidden like a surfboard. 
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s it easy to throw in | 
ent after Master's - 
equipped fora - 
use many of her moves _ 
nally, she cannot throw, - 
al to fight from the outside. 


used to push an opponent out of the 
ring if blocked. _ 


Forward Aura Sword 
UN) + Slash 


Use this attack to punish aggressive 
opponents. 
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Lv € + Slash 
. This is a good, quick strike that’s 
. easy to add at the end of a combo. 


Rising Aura Sword - 
AD + Slash 


This attack can be added toa. 
combo, but its speed sometimes 
__ makes this difficult. 


Aura Sword Burst 
>) €») € + Slash 


The Aura Sword Burst is a great 
way to whittle away at an ppo- 
nent's bs U 


Master 66 


Ouvert 
HS + WS + HK + WK (while 
Overdrive Meter is flashing) 


A clea hit with this attack inflicts 
massive damage, but even blocking 
opponents will lose a fair amount 
of health. 


Usps a 
ELISA LES ens 
Altho this move hits only 


aggressive opponents, it’s usually 
fatal. 


Combinations 


The following are some of Master's most effective combos:  - 


Weak Slash followed by any special move except Slashin 
Aura Sword 


Hard Slash followed by any — move 
: Hard Slash, Hard Slash, Weak Slash 

Crouching Weak Slash, Aura Sword Burst 
Crouching Weak Slash, Upward Aura Sword 
Crouching Weak Slash, Rising Aura Sword 
Crouching Hard Slash, Slashing Aura Sword 
Hard Kick, Hard Slash, Rising Aura Sword 
Crouching Hard Kick, Hard Slash, Rising Aura Sword 
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Sho is the older brother of Eiji, and his 


fighting style mixes the best of bot 


| . Eijis and Kayin's attacks. He 


Arena. 


Sho's sword is much like the one used by Eiji. He can 


perform many of the same tricks with it, but he also has a 


few surprises for unsuspecting opponents. 
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. Sho performs Kayin's Deadly Raise 


Sho performs Eiji’s Mukurowari. E 


; w @+ Kick 


Sho performs Kayin 
Crush. 


Crescent Moon - 
LY) + Kick 
Using the Weak Crescen 
several times and then fo 


with a Hard Crescent Mo 
fake out an opponent. 


Air Drop Kick b 
Le & + Kick (in air) 


Sho performs Eiji’s Air Drop Kick. 


Raging Sun 
UT + Kick (while jumping 


10 performs Kayin’s Raging Sun. - 
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Sho performs Eiji’s Slide. 


Super Moves 


damage on his opponent without 
having to be close. 


r Deryd enoe 


HS + WS + HK + WK (while 
Overdrive Meter is flashing) 


If you can sneak in this move with 
a Weak strike, it does a solid 
amount of damage. 


epera lpn MUN 
VLE € r9) + HS 


This attack is best used at close 
range because opponents can easily 
recognize and defend against it. 


Somoulnaiions | 


As if he weren’t tough enough, take Sho to the next level 
with these stellar combos: 


Crouching Weak Slash, Hard Slash, Double Rekksuzan 
Weak Slash, Weak Slash, Crouching Hard Kick 


. Weak Slash, Crouching Weak Kick, Weak Slash, 
Hishouzan 


Crouching Hard Slash, Desperation 


Additionally, you may want to try some of Eiji and Kayin’s 
combos with Sho. 
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Clad in white armor and wielding a pair of lethal wings, 


Uranus has an angelic 


appearance but fights with 
the fury of a demon. She's 


both quick and powerful, 


characters in the competition. 
. I she does have a weakness it's her slow recovery time, but only 


the most skillful foes will be able to exploit this. 


Uranus' Magic Bow allows her to project bolts of energy from a 
distance. She's also equally deadly with her wings at close 
quarters. Opponents are well-advised to stay on the move when 


_ battling this archangel of death. 
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Uranus i is a powerful character with very Eee long- 
E nge attacks. Her main 


s "us no throws the best strategy 
is to stick with her long-range attacks. In close ` 


tiv ‘game, seeking to | 
attacks. 


3pzziul Moves 


Arrow Shot 


LY >) + Slash 


These projectiles go much further - 
than Uranus’ basic bow shot. 
However, this attack shouldn’t be 
used at close range. 


Low Arrow Shot 
on + Kick 
Similar to the Arrow Shot, this 


move has great range and poor 
recovery time. 


rection she jumps. This al 
allows her to take careful aim with 
her Air Arrows. 


Air Arrow 


Slash (in the air) 


This move is a great pay to hardss 
your opponent 
tance betwe 


marksman 


a~ 
— 


Vermillion. Like a harbinger of death, this one-eyed 


TEE 


i 


. wild card is dressed in a ragged black cloak and ~ 
is rumored to be the most powerful fighter 


in the tournament. 


formidable opponent at long range. Although he's 
somewhat slow on the draw, his projectiles strike with 


blinding speed and keep his opponents at a safe distance. 
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vs Vermillion is 
can take down 


s knock down his opponents, 
does not and cannot rely on combos. 


Upward Blast T 
Le € + Slash 


This attack is only effective against | 
airborne opponents. | 


Downward Blast 
_ Slash (in air) 


This is great attack against crouch- 
ing opponents. P 
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Dark Powder Toss 
" >) LY + Slash 
This is a strong close-range a 


- but its execution and recovery | 
are a bit slow. _ 


Spider Drop 
HK (in air) 


The Spider Drop cannot be 
blocked, making it an excell 
‘surprise move when used in 
moderation. — 
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Overdrive Moie 
HS + WS + HK + WK (while 
Overdrive Meter is flashi S) 


Surprisingly, this move doesn't do - 
much damage, but it's a fun way to 
mess with your opponent. 


Desperuiion wove 
CLL ELLY + HS 


Compared to most of his special 
moves, this doesn’t do much 
damage. 


Combinations Rd 


As noted earlier, Vermillion ent. a pe combo character. 
. However, try this one: 


Weak Close Slash, Hard Close Kick | 
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li s in the Arena. 
agiies 
Whenever the CPU's Overdrive Meter is full, it will attempt to do an 
Overdrive Move. If blocked, you will be able to punish your opponent, so 
always be ready to defend. The computer will attempt to execute an 
Overdrive Move just as the Meter's effectiveness ends. Also, the computer is 
generally more vulnerable when one of you is getting up. If you attempt a 
quick combo or move, you'll generally find success. This makes it advanta- 
geous to roll toward the computer when getting up. If the computer opponent 


is getting up, wait until it stands, then strike. Usually this type of tactic 
works in your favor as long as you execute your more powerful moves. 


The computer also likes to strike in the range just beyond you. If you don't 
play aggressively, you can get the computer to open up with moves that are 
generally very easy to counter. Learn to recognize dash attacks, because this 
will help you to defend better. Also use your turn attacks. Many times, when 
you and your opponent are not facing each other, the turn attack will strike 
much quicker than normal attacks. Always keep your distance so that you 
can face your opponent. 


Another sneaky way of taking advantage of the computer's use of the 
Overdrive Move is to wait near the edge of the ring, and rotate out of the 
way at the last second as the CPU charges forward. 


Beating the CPU-Controlled Characters 


Each CPU-controlled character has his/her own fighting style and quirks. 
Here's what to expect: 


3jji 


CPU-Eiji likes to use dash attacks and the Hard Hishouzan. At almost every 
opportunity, the computer tries to get Eiji's Overdrive Move in. The best 
strategy against Eiji is to wait for him to attack by getting just within his 
range and defending. He'll leave himself wide open to counterattacks, espe- 
cially if a Hard Hishouzan or a Hard Slash is missed or blocked. 


Kayin 


CPU-Kayin likes to use the Hard Deadly Raise and the Overdrive Move. Play 
Kayin just like you play Eiji. The only difference is that Kayin’s Hard Deadly 
Raise often causes him to fly by you. Have patience. Make sure to align 
yourself with him as he drops down from his Deadly Raise, and then clobber 
him. 
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-—— in is usually the bes c 1 
strikes or combos, then move back. Learn to recognize her O erdrive Move and 
you'll be able to hit her before she strikes. If you feel like tempting fate by dodg- 
ing Sofia's assortment of projectiles, the computer will occasionally ring itself 
out. 


Keep a safe distance from CPU-Rungo. The computer has a nasty habit of execut- 
ing his Hard Power Thrust as well as his Overdrive. If you see that the Overdrive 
is ready, back off. If Rungo lands on his head with the Power Thrust near you, 
hit him. Rungo's slowness is his weakness. Simply force him to attack just out of 
your range and then move in and hit. 


CPU-Fo likes to rotate a lot. Fo's Overdrive is one of the deadliest in the game 
and the computer uses that. If you want to play it safe, wait for the Overdrive 

to run down before attacking. However, learning to recognize Fo's Overdrive tells 
you if you have enough time to step in and clobber him. Blocking patiently is the 
key with Fo. If you let down your guard you're just going to get hit, especially if 
Fo's move isn't over yet. Make sure you're aligned with Fo before striking. 


Mondo is pretty easy to defeat. Rotate to get in close. Almost all of Mondo's 
moves take time to start, so if you're playing a quick character, just hit him as he 
starts his special move. If you're playing with one of the slower characters, block, 
then retaliate if you don't have a quick move ready. Watch out for Mondo's 
Overdrive and be ready to block the fireballs. 


Surprisingly, the CPU-Duke doesn't use the Southern Cross that much. Instead, 
the Cyclone and Sword Frenzy are among the computer's favorite moves. These 
moves can strike quickly but have poor recovery. Be patient when you attempt to 
rotate or jump into Duke, then make him pay for a miss. 


CPU-Ellis' Hard Knife Upper and Overdrive are the moves used most. The com- 
puter also likes to rotate to try to get out of your alignment. Maintain your dis- 
tance and use long-range attacks, or attempt to jump in as Ellis tries to come to 
a stop. 
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Í oat attack, use 


she'll find the gap in your defense. She has a habit of 7 pci the Jackpot 
to get in close, so keep moving when this move starts. Her Overdrive Move 
cannot be blocked low, so don't even try. Remember to attack from a dis- 
tance, and hit hard if trapped in close. 


Gnees 


CPU-Chaos' Overdrive Move is deadly because it tracks an opponent. Be pre- 
pared when his Overdrive Meter is ready. He also can strike hard at a dis- 
tance. Your best bet is to bring the fight to him and attack inside. 


CPU-Uranus’ Overdrive Move, unless inserted as part of a combo, is pretty 
useless. Take advantage of it by hitting her just before she executes it. After 
she fires her arrows, she'll pause shortly, so use this Eo c to retaliate. 
Otherwise, keep blocking and be patient. 


Matei 


s .CPU-Master is actually one of the easiest characters to y deest a get near 
the edge of the ring. Very often, Master attacks and falls over the edge if you 
rotate in time. Otherwise, keep defending and stay in close to minimize her 
abilities. 


CPU-Sho uses the same techniques as Eiji and Kayin. Fight him in a similar 
manner. 


CPU-Vermillion is a long-range powerhouse but almost completely ineffective 
up-close. His attacks are intimidating, but remember that he's slow. 
Approach carefully, and you should be able to close in on him. When you're 
in range, strike hard and fast. If he takes to the air, be ready to block his 
aerial assault. 
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f the four symbol buttons (Square, 


To play as Uranus or Master, play 1P Mode and finish the game with a high score on Level 4 
or higher. Afterward, go to the Character Select Screen, highlight the Random Character 
Select, and press and hold the Select button to slow down the character choices. Uranus and 
Master will now appear as selectable characters. 


To play as Sho or Vermillion, play 1P Mode with Master on Level 5 or higher and finish with 
a high score. Afterward, go to the Character Select Screen, highlight the Random Character 
Select, and press and hold the Select button to slow down the character choices. Sho and 
Vermillion will now appear as selectable characters. 


Mezi Sho 


To meet Sho in combat, play a Full Game on Level 5-7 and don’t use a continue. After you 
see your character's ending, Sho will appear behind your character. Let's get ready to rumble! 


Nest Vermilion 


To meet Vermillion in combat, play a Full Game on at least Level 8 and don’t use a continue. 
After you see your character's ending, Vermillion will appear behind your character. To be 
the best, you'll have to beat the best! 


Bai sp Mise win RI+R2 


To get instant Super Moves, finish a 1P game with either Sho or Vermillion on Level 5 or 
higher with a High Score. Afterward, by pressing R1+R2 you will get your characters Super 
Move. Unfortunately, you'll lose the original R1+R2 functions (with the exception of 
Overdrive and Desperation Attacks). 


Sossd Up ine gusting Srediis 


Press and hold down the START button to speed up the Ending Credits. 


kamera sonto 


For some new camera angles, change the L1, L2, R1, & R2 buttons to No Assignment. Go to 
the Camera and select Self-Control. Go back to the L1, L2, R1, R2 assignments and change 
them to camera assignments. Then have fun. 


gasing Hid of ins Overdrive deter, Sines and sdelin deters 


To clear up the screen a bit, pause the game, and on controller 1, while holding down, press 
Circle, X, Square, Triangle, and Select. 


Setting the Advanta 


If you really have trouble against the computer, reduce the health on the 2P meter and 
increase the health on the 1P meter. This will significantly increase your chances for success. 
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T2 Nelerenes 


* Chaos Breath Super Moves 
$ = 
3 Flaming Palm Shot 
! Air Breath WLS Gm) en. 
WS + HK x 
JS» + Slash (in air) : 


Bani: Ground Strike - 


Grim Reaper BHU CIV ve : 
YEE Ca + Slash  WS+HK — 


T Scythe Drill Traveling Ground 
+ ELL + ick Flame d 
VIG 

WSs + HK 

s Crab Walk TU B 

») LS + Kick Flaming Sickle 

: | Uppercut — — 

East Hover ~ PVT ene 

T B : WS + HK 

HK (in air) " 


.. Quick Reference $ 


- Flaming Shield Swipe ration Move 


VL Ceo 
WS + HK 


Overdrive h Move 


HS + WS + HK + WK 


(while Overdrive Meter 


v. flashing) * E 
Duke 5, Rainbert 
Southern Cross Charge and Strike 
€ » vy Slash A >) + Kick 
Cyclone b Angel Tears 
qo + Slash o SNM eN 


— ^ Drop Cross (in air) 
a >} + Slash (in air) 


k SN ipe. 


Rekksuzan Hishouzan 
Uy => + Slash m 也 人 + 


_ Overdrive Move 


HS + WS + HK + WK 
(while Overdrive Meter 
is flashing) 


Desperation Move : 


eration Move 
(= >) € + HS 


Quick Reference 


2 | Pagoda Kick 


Mystic Sphere 


Small Fart 


CRT A+ 
WS + HK 


Giant Fart 


HK + WS + WK + =) + 
HS : : 


Upward Sphere 
LV € «Slash 


VEG + Ki 


Br | .— Super Moves 
CLES en 
T e 
de Energy Slash _ 

| It + Slash 


.. Armor Bastar Quad 
— Sword Strike 


T^ CAES) « us 


Devil Face Step i s 


| Charge Thrust 
: TR LIA) + HK 


» LS + Slash 


Overdrive Move 


HS+WS+HK+WK — 
. (while Overdrive Meter 
. iş flashing) 


Le € + Kick 


4 
Big Slash 
‘on eens 


Desp > ration Move 


T Upper Glide 


| See VIS» 


Spear Upper 
€ V + Slash 


Super Move 


Fire Strike c 
1*5. p 


| Top Spinner 
=» LS + Slash 


| AV & + Slash (can be 


. done in the air) 


urora Ne C : 
FA 


Dive - 
= v V € + Kick 


Super Move 


Right to Remain Silent 


MYL cec» Ly 
eu | 


is flashing) 


Desperation Move 
>) >) € + HS 


Aura Sword Burst - 
em) G+ Slash 


Overdrive Move 


HS + WS + HK + WK 
(while Overdrive Meter 

1 is flashing) 
y Upward Aura Sword | 


Ue € + Slash Desperation Move 


9 E. ioe seein 
Rising Aura Sword "+ HS 


» LA + Slash 


J Double Rekksuzan 
LW >) + Slash 


| Hishouzan Shoulder Crush 
Fy U4 Slash US G+ Kick | 


| shishouzan 3 | - A Crescent Moon 
exe Slash Sa | LY) + Kick 
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4 vr Drop Kick 
le ka + Kick (in 


erdrive Meter © 
ds flashing) 


Desperation Move 


VLE ELE | 
+ HS 


Plasma or 


Nae oe Ste 
= +HK 


Rising Spiral W 
LN Kick 


Firehawk 
-) € ») € + Slash 


3 iritual Oro 
= velis => c "Y | 


=+ HK 


Overdrive Move 


HS + WS + HK + WK 
(while Overdrive Meter 


is flashing) 


Downward Blast 


Slash (in air) 


=) UN + Slash 


z 


|... Overdrive Move 


rk Powder Toss 


Air Roll 


WK (in air) 


HS + WS + HK + WK 
(while Overdrive Met 
is flashing) 


. Desperation Move 
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pOFFICIAL 


ri&wizn-s GUIDE 


Your Guide 
to Ultima te 
Victory? 


All 15 Characters— 
Including Hidden Ones ^ 


All the Special Moves 
and Throws 


All the Combos and |^ | 
Chain Attacks 


PlayStation is a trademark of Sony Computer 
Entertainment Inc. 


Battle Arena Toshinden 2 and all character names and 
distinctive likenesses thereof are trademarks of Takara 
Co., Ltd ©Takara Co., Ltd. 1996. Programmed ©Tamsoft 
1996. All rights reserved. 


Check out the BradyGAMES Web site at: 
http://www.mcp.com/brady 


(/BradyGAMES ! | T 


$9.99 USA / $12.99 CAN / £8.95 Net UK 


97781566 865579 


Our goal is to preserve classic video game magazines 
they are not lost permanently. 


People interested in helping out in any « 
please visit us af www.retromags 


7m 
No profit is made from these scans, nor do we offer a 
available from the publishers themselves. — 

If you come across anyone selling releases from 
this site, please do not support them and do let us know. 


Thank you! 


